FORM "SHIP"


{


	CHUNK "TYPE"      // captial ship, fighter, etc...


	{


		float 0         // 0 = fighter, 1 = capital ship


	}





	CHUNK "BASE"      // base object type to use for this ship


	{


		cstring "panther"


	}





	CHUNK "PHYS"      // physics info


	{


		float  10.0     // mass





		float 400.0     // pitch moment of inertia


		float 400.0     // yaw moment of inertia


		float 400.0     // roll moment of inertia


	}





	CHUNK "POWR"


	{


		float 100.0     // max damage points


		float   0.0     // damage cut off


	}





	FORM "PSYS"       // list of powered systems


	{


		FORM "ENGN"     // engines


		{


			CHUNK "POWR"


			{


				float  100.0  // max damage points


				float    0.0  // damage cutoff value





				float   25.0  // engine pool


				        	// this must be set to the same value as


				  	// the max speed at 100% power





				float   25.0  // max engine speed at 100% power


					[This is in KPS.]


				float   20.0  // max engine speed at  33% power


					[This is in KPS.]


				float   15.0  // max engine speed at   0% power


					[This is in KPS.]


			}





			CHUNK "DATA"


			{


				float  300.0  // max engine force (300 * 1000)


[Big number = fast, small number = slow.  Tells you how fast you reach your MAX speed.]





				float   90.0  // max afterburner speed


[THIS WILL HAVE TO BE CAREFULLY MAINTAINED.]


					[This is in KPS.]





				float  600.0  // max afterburner force (600 * 1000)


[Big number = fast, small number = slow.  Tells you how fast you reach your MAX afterburner speed.]





				float    5.0  // afterburner fuel (in seconds)


				


				float   90.0  // max pitch in degrees per second


				float   90.0  // max yaw in degrees per second


				float   90.0  // max roll in degrees per second


				float 1200.0  // max engine torque 


[Big number = fast, small number = slow.  Tells you how quickly you reach your MAX turn rate.]


			}


		}





		FORM "GUNS"   // guns


		{


			CHUNK "POWR"


			{


				float  100.0  // max damage points


				float    0.0  // damage cutoff value


[Limits the amount of damage that a system may receive.  Almost always will be ZERO!  System will NOT take more damage than this value.]





				float  100.0  // gun pool size





				float   30.0  // recharge rate at 100% power


				float   25.0  // recharge rate at  33% power


				float   20.0  // recharge rate at   0% power


			}





			CHUNK "GUN_"


			{


				long 0         // gun type


				long 0         // hard point index


			}





			CHUNK "GUN_"


			{


				long 0         // gun type


				long 1         // hard point index


			}





			CHUNK "GUN_"


			{


				long 1         // gun type


				long 2         // hard point index


			}





			CHUNK "GUN_"


			{


				long 1         // gun type


				long 3         // hard point index


			}


		}


	}


